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PREFACE 


DECADES OF WILLING EARS DO NOT POSSESS CAPACITY 
enough to hear a modicum of what this temple has to impart. 


My short time of study has afforded me but a grasp of sand 
amidst its towering dune. 


| have traveled lands beyond the Mists of Barovia, but I see 
that my life's work is anchored securely within the amber 
walls of this temple. What is catalogued in this tome is the 
collected works of myself, and the powerful arcane 
practitioners that have come before, those whose teachings | 
can still discern, anyhow. 


When my own bones are ground to dust, mayhap | will patrol 
these halls as shade of my former being like many others, but I 
hope that these pages will bring someone the power of the 
knowledge within so that my time may not have been for 
naught. 


— Neferon the Estudious, 
Neferon's Manual of Vestigial Malevolence 


ABOUT THIS PRODUCT 


Vestigial Appendages is supplement containing magic 
weapons inspired by and based on the vestiges within 
the Amber Temple area of the Curse of Strahd module 
and campaign setting. 


Inside, you will find 20 new magic weapons (one for 
each vestige) and the context for their use. If you enjoy 
this product, please consider adding a rating in the 
DMsGuild! 


-PhantomTim 
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FITTING THE WEAPONS 
TO YOUR CAMPAIGN 


Although this supplement was created with the Curse of 
Strahd adventure module in mind, it can be easily adapted 
to fit into any campaign. 


This section contains notes about how to fit the weapons 
into your game, wherever it may take place. 


FEEDING THE FONTS OF EVIL 


The Vestiges of the Amber Temple are beings of 
extreme evil that lay dormant, but they are not dead. 
Trapped in their amber sarcophagi, they hunger for the 
power to break free from captivity. The weapons 
contained in this supplement represent the tendrils of 
these vestiges, reaching out to your players and the 
other inhabitants of Barovia. 


DARK POWER, AT WHAT COST? 


Much like the dark gifts offered by the vestiges, each 
weapon in this supplement was designed to offer 
powerful abilities paired with significant costs. 


In addition to the weapons’ negative effect on players, 
the weapons also siphon a small amount of life force 
from defeated foes to their namesakes. You may 
choose to reveal this to your players over time, or 
introduce consequences in your campaign in the form 
of a vestige rising to power and gaining more influence. 
Perhaps they may even prematurely break free from 
their imprisonment. 


If you’d like to introduce the opportunity for additional 
roleplay, you may assign sentience to the weapons, or 
create a telepathic link to their namesakes, similar to a 
warlock patron. 


PLACING THE APPENDAGES IN 
BAROVIA. 


There are many ways to introduce the weapons to your 
players during the regular course of play. The simplest 
option would be to pair each weapon with the dark gift 
offered by their namesakes. 


If you’d like to instead use the weapons to foreshadow 
the Amber Temple, other suggestions for placing them 
in Barovia are included below. 


FORTUNES OF RAVENLOFT 


The Fortunes of Ravenloft section of the Curse of Strahd 


module outlines the use of the Tarokka deck to place 
important campaign elements. This design element can 
be used in tandem with the Vestigial Appendages 


DETERMINATION BY FATE 

After completing the Tarokka reading for your campaign 
(either alone or during play), set aside the deck used, 
without reshuffling the cards. 


After the session has concluded, go through this 
supplement and draw a card for each of the weapons in 
this supplement and use the table in the Fortunes of 
Ravenloft section to place the weapon. 


You may also choose to hint at these locations with your 
players, either by an additional Tarokka reading by 
other Vistani, or by sending cryptic clues or visions to 
your players during opportune moments. 


CURATED REWARDS 

You can still use the possible item locations outlined in 
the Fortunes of Ravenloft section, even if you don’t 
want to go through the trouble of placing each one 
ahead of time. 


All throughout your Curse of Strahd campaign, the 
players will likely interact with many of the possible 
Fortunes of Ravenloft locations, even when your 
Tarokka reading indicated that they are empty. 


You can simply choose to include an item from this 
supplement instead. You may also use the table on the 
next page to randomly choose a weapon. 


PEACING THE APPENDAGES IN 
OTHER SETTINGS 


The weapons in this supplement can easily fit into any 
campaign. Some options to fit them into your campaign 
include: 


e =Put them in the hands of important enemies or 
NPC (so that they may be looted or purchased) 

e Place them in significant treasure stashes 

e Include them in the inventory of high-end 
magic or weapon shops 

e Award them as random treasure (see below) 


If you are using the rules of awarding random treasure 
(as outlined in the Random Magic Items section of the 
Dungeon Master’s Guide), replace any roll on Magic 
Item Table G, with a roll from the table below. 


d20 Result d20 Result 

1 Delban’s Frigid 11 Savnok’s Scruple 
Shard 

2 Chaos Acumen of 12 Seriach’s 
Zrin-Hala Hellish Incisor 

3 Drizlash’s 13 Sykane’s 
Chelicerae Lashing Tongue 

4 the Harm Drinker of 14 Tenebrous’ Accord 


Great Taar Haak 


5 the Gilded Caress 15 
of 
Shami-Amourae 

6 Gnasher of 16 
Dahlver-Nar 


Vampyr’s Embrace 


Vaund’s Silent Mercy 


7 Khirad’s 17 
Persuasion 


Yog’s Chopper 


8 Norgana’s 18 
Nurturing Tine 

9 PinionoftheGrave 19 
Wyrm Takamedes 


Yrrga’s Shadowpiercer 


Zantras’ Arresting Quip 


10 the Regal Femur 20 Zhudan’s Decrier 


of Fekre 


CUSTOMIZING THE WEAPONS 
FOR YOUR TIER OF PLAY 


Each weapon included in this supplement is roughly 
balanced for Tier 2 play (levels 5-10) but remain 
relevant at any point during your Curse of Strahd 
campaign. 


However, you may want to customize the weapons to 
make them more appropriate for the level of your 
campaign. This may include adjusting the power level, 
or altering their abilities. 


Suggested changes to the weapons are below, based on 
what tier of play your campaign falls under. For more 
information on tiers of play, see the Dungeon Masters’ 
Guide, chapter 1. 


TIER 1 (LEVELS 1-4) 


For this tier, reduce the magic bonus for each item to 
only +1. 


Additionally, you may want to introduce the item to the 
players without their signature abilities (in the green 
box), but keep the negative ability (in the purple box). If 
the player keeps the weapon long enough to level into 
to Tier 2, the weapon can unluck additional abilities at 
that time. 


TIER 2 (LEVELS 5-10) 


This is the tier that this supplement has been designed 
for. 


TIER 3 (LEVELS 11-16) 


In this tier, bring the magic bonus for each item to +3. 


Keep the signature and negative abilities as written, but 
change the rarity to very rare. 


TIER 4 (LEVELS 17-20) 


Items awarded in this tier, or items that are possessed 
by players long enough to enter into this tier, have a 
magic bonus of +3. 


You may also consider adding an additional minor 
property, from Chapter 7 of the Dungeon Masters’ 
Guide. 


Another option is to remove the penalty ability (in the 
purple box) of the weapon, or make it optional to the 
player. 


The rarity for each item with these changes becomes 
legendary. 
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DELBAN'S FRIGID SHARD 


Weapon (maul), rare (requires attunement) 


At the tip of this frosted maul is a frozen shard of 
crystallized malice and hatred. Those who wield this 
weapon are taken by a short temper and an unease, 
when in the presence of fire. 


This weapon has one charge, which resets upon long 
rest. 


You have a +2 bonus to attack and damage rolls made 
with this magic weapon. 


Biting Ice. On a successful attack roll, this weapon deals 
an additional 1d4 cold damage. 


Bursting Ice. You may consume a bonus action to 
consume the charge on this weapon. If you do, the next 
successful attack roll (for up to one minute) also casts 
the ice storm spell, at the point of impact (without 
requiring any spell components). 


The Dexterity save of the spell is DC 14, and the damage 
dealt by the spell to the wielder of this weapon is halved 
(if not saved) or avoided (if saved). 


Bitter Ice. While attuned to this weapon and in the 
presence of open flame (within 30 feet), you gain 
disadvantage on Constitution, Wisdom, Intelligence and 
Charisma ability checks and saves. 
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CHAOS ACUMEN OF ZRIN-HALA — 


Weapon (warhammer), rare (requires attunement) 


This finely tooled warhammer is adorned with ornate 
filigree. It sparks and sizzles pleasantly in the hand of 
someone who attunes to it. 


You have a +2 bonus to attack and damage rolls made 
with this magic weapon. 


Voltaic Soul. When you land the final blow against a 
creature with this weapon, a bolt of lightning reaches 
out to a nearby target. 


Target a creature within 20 feet, chosen at random 
(including you and other players). The targeted creature 
makes a DC 13 Constitution saving throw, taking 2d8 
lightning damage, or half as much on save. 


On a failed save, repeat this process again up to five 
times (in the event that there is no successful save). 


Frayed Recollection. When attuning to this item, make 
a DC 18 Wisdom saving throw. 


On a failed save, memories of an important relationship 
in your life become cloudy and unclear. 


On a successful save, you forget some of the minor 
events that have happened over the last three days. 


When removing this item from your attunement, lost 
memories return. They remain cloudy, however, and 
some of the effects are permanent (or until magically 
dispelled, such as with the use of greater restoration). 


DRIZLASH’S CHELICERAE 


Weapon (longbow), rare (requires attunement) 


This longbow is pieced together with jagged and 
chitinous components. It is unpleasant to touch, and 
seems to squirm slightly, when held in your hands. 


This weapon has one charge, which resets upon short 
rest. 


You have a +2 bonus to attack and damage rolls made 
with this magic weapon. 


Webshot. When making an attack, you may consume 
the charge on this weapon to also cast web at the same 
target. The spell save DC is 14 for dodging (Dexterity)or 
breaking free (Strength) of the web. 


Skittering Spawn of Drizlash. This weapon has the 
power to summon a swarm of insects (spiders). The 
swarm enters initiative and is under control of the DM. 
After 1 hour, the swarm dissipates. 


When scoring a critical hit, in addition to critical 
damage, the swarm appears at the site of impact. 


When scoring a critical miss, in addition to missing the 
attack, the swarm bursts fourth from the weapon itself. 


Drizlash's Hunger Pangs. While attuned to this weapon, 
you become disinterested in all food that isn't meat or 
insects. 

When you take a short or long rest and you have not 
consumed least one insect or similar meat, make a DC 
13 Constitution saving throw, taking 2d6 psychic 
damage, or half as much on save. 
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THE HARM DRINKER 
OF GREAT TAAR HAAK 


Weapon (greatsword), rare (requires attunement) 


This heaving greatsword has ribbons of an unknown ore 
running the length of the blade. Despite its advanced 
age and blood-red stains, the edge remains razor sharp. 


This weapon can hold one charge, but begins empty 
when first attuned. 


You have a +2 bonus to attack and damage rolls made 
with this magic weapon. 


Harm Delayed. When rolling a natural 20 on an attack, 
you may choose instead to deal normal damage 
instead of critical. 


If choosing to do so, reset the charge on this weapon. 


Harm Released. On any successful attack roll, (before 
rolling damage dice) you may choose to expend the 
charge on this sword to automatically deal critical hit 
damage instead. 


The Harder You Fall. While the charge on this weapon 
is empty, an attack roll of 8 or less is also a critical 
failure, and ignores abilities that grant a re-roll. 


THE GILDED CARESS 
OF SHAMI-AMOURAE 


Weapon (sling), rare (requires attunement) 


This impossibly supple leather sling is adorned with 
floral filigree and fastened with ornate brass fittings. 
Objects hurled by the sling leave behind a faint trail of 
glitter, that hangs in the air for a moment, before 
disappearing. 


You have a +2 bonus to attack and damage rolls made 
with this magic weapon 


Stinging Bliss. When struck with a projectile from this 
weapon, the bludgeoning damage causes a warm 
pleasureful sensation instead of pain (against targets 
that are capable of feeling pain). 


When succeeding in an attack, the target makes a DC 
14 wisdom saving throw. 


On failure, they gain disadvantage on Wisdom and 
Intelligence ability checks and saving throws until 
your next turn 


Bliss Fixation. Causing damage with this weapon can 
become irresistible, causing extreme target fixation. 


When succeeding in an attack, make a DC 14 Wisdom 
saving throw. 


On failure, you become obsessed must attack the 
same target on your next turn with this weapon, if 
able to do so. 


This effect doesn’t apply if the target is reduced to 0 
hit points, or becomes unconscious. 


GNASHER OF DAHLVER-NAR 


Weapon (crossbow, heavy), rare (requires attunement) 


This heavy, wrought metal crossbow is adorned with 
sharp teeth, and affixed with a small open set of jaws at 
the tip. 


This weapon can hold up to 8 charges, which are full 
when first attuned. 


You have a +2 bonus to attack and damage rolls made 
with this magic weapon. 


Quiver Dentata. You may expend a charge on this 
weapon at any time to instantly reload the weapon. 


Exodontia. When you make an attack against a living 
toothed creature, you may target their mouth in an 
attempt to knock loose a tooth, and reset charges on 
this weapon. 


If you exceed the target’s AC by 5, roll an additional 
1d6 piercing damage and reset one charge. 


If you exceed the target’s AC by 10, roll an additional 
2d6 piercing damage and reset all charges. 


Osseous Bolts. This weapon cannot be loaded with 
standard or magical crossbow bolts. 


You may spend a bonus action to reset one charge on 
this weapon by removing one of your own teeth. 
When doing so, take 1d6 piercing damage. 


Bite Collector. While attuned to this weapon, you 
become obsessed with collecting the teeth of your 
foes, and get a small sadistic thrill from their removal. 


KHIRAD’S PERSUASION Ns 


Weapon (rapier), rare (requires attunement) 


This delicate sword is adorned with a finely sculpted 
blade guard, and is exceptionally sharp. It softly 
whistles as it cuts through the air. If you concentrate on 
the sound, you can almost hear it tittering quietly. 


This weapon has three charges, which reset upon long 
rest. 


You have a +2 bonus to attack and damage rolls made 
with this magic weapon. 


Tenacious Predictions. You may expend a charge on 
this weapon to use the dodge action as a bonus 
action instead. 


the Grand Farce. While attuned to this weapon, the 
dance of combat seems like one big joke to you. 


While taking the attack, dodge, or disengage actions, 
an uncontrollable smile crosses your face and you can 
barely contain your laughter. Occasionally, you break 
out in tittering giggles. 


While in combat initiative, you gain disadvantage on 
Wisdom and Intelligence saving throws. 


NORGANA’S NURTURING TINE 


Weapon (shortsword), rare (requires attunement) 


This jagged shortsword is wrought from dark iron and 
feels heavy in your hand. Although appearing relatively 
clean, this weapon leaves a dark green, oily stain in the 
palm of anyone who wields it. 


You have a +2 bonus to attack and damage rolls made 
with this magic weapon. 


Necrotic Sting. On a successful attack roll, this weapon 
deals an additional 1d4 necrotic damage. 


Ichor Corruption. Creatures damaged by this weapon 
must succeed Constitution saving throw (DC 15), or 
become the creature type undead for ten minutes, (in 
addition to their existing type). All other abilities and 
statistics remain the same. 


Creatures effected in this a way may also gain blackened 
eyes and tongues, as well as bulging veins and arteries. 
Stinted Regeneration. While attuned to this weapon, 


you are resistant to natural healing methods. 


When using hit dice to regain HP during a short rest, roll 
the hit die twice and take the lower of the two values. 
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PINION OF THE 
GRAVE WYRM TARAKAMEDES 


Weapon (glaive), rare (requires attunement) 


This heavy glaive seems to have been carved by a single 
long piece of bone. Impossibly sharp and perfectly 
balanced, its swings through the air with ease, but can 
be difficult to lug around when not in combat. 


This weapon has three charge, which reset upon long 
rest. 


You have a +2 bonus to attack and damage rolls made 
with this magic weapon. 


Rotted Plumage. This weapon can conjure a single 
spectral skeletal wing that opens along its length, 
propelling the blade in a circle around you. 


When taking the attack action, you may expend a charge 
on this weapon to instead target all creatures within 10 
feet of you with your attack. 


Targets sized medium or smaller successfully attacked 
this may must make a DC 13 Dexterity saving throw, 
falling prone on failure. 


Fumbling Balance. This weapon is heavy and 
cumbersome to carry, even for those who possess great 
strength. 


You gain disadvantage on Acrobatics skill checks. 


THE REGAL FEMUR OF FEKRE 


Weapon (greatclub), rare (requires attunement) 


Set in a figured handle, this fossilized bone club has a 
heavy and satisfying heft. It has jagged edges and pock- 
marked surfaces, making it impossible to identify the 
manner of humanoid or beast that this bone originated 
from. 


You have a +2 bonus to attack and damage rolls made 
with this magic weapon. 


Sipping Siphon. When attacking, this weapon can 
harvest the unnatural life-force of undead creatures. 


If you exceed an undead target’s AC by 5, roll an 
additional 1d8 necrotic damage. You gain temporary hit 
points equal to the damage inflicted this way. 


Hemorrhaging Miss. This weapon punishes the wielder 
with a pox when a critically missing an attack. 


When you roll a 1 on an attack, roll an additional d6 to 
determine the negative result, from the table below. 


D6 Result 

1 You double over as your body seizes in pain. 
Take 1d6 psychic damage and gain the paralyzed 
condition until the beginning of your next turn. 


2 A weeping sore opens up on your body. 
Take 1d4 piercing damage. 
3 A rash quickly spreads across your body. 


For 1-hour (or until removed) Concentration 
checks are taken at disadvantage. 

4 You cough uncontrollably for three rounds. 
Take 1d4 bludgeoning damage each turn and take 
Stealth checks at disadvantage for the duration. 

5 Nausea spreads across your body in waves. 
For the next 1 hour, take disadvantage on all 
Constitution ability checks and saving throws 


6 Your leg muscles begin to spasm. Your movement 
speed is halved for the next three rounds. 


SAVNOK’S SCRUPLE 


Weapon (quarterstaff), rare (requires attunement) 


This elegant but sturdy quarterstaff is emblazoned with 
tooled brass. While holding the weapon, you feel a 
bulging vein in your temple, and a boost of psychic 
energy. 


You have a +2 bonus to attack and damage rolls made 
with this magic weapon. 


Assailant Hyperopia. This weapon clouds the mind of 
those who are struck by it. 


When succeeding in a melee attack, roll an extra 1d4 
psychic damage. The target gains disadvantage on 
attacks made against you until your next turn. 


This is similar to the effect of the blur spell, but effecting 
only the target. Enemies with blindsight or truesight 
may ignore this effect. 


Monotonous Arbiter. While attuned to this weapon, 
your voice becomes more monotonous and you lack 
your usual vocal inflections, even toward those whom 
you hold dear. 


You gain disadvantage on Persuasion skill checks, 
Charisma ability checks and Charisma saving throws. 


SERIACH’S HELLISH INCISOR 


Weapon (morningstar), rare (requires attunement) 


This end of this weapon is constructed from a living 
mass of gums and teeth from infernal beings. This 
weapon is always slightly hot to the touch and wafts a 
distinctly unpleasant sulphureous odor. 


This weapon has three charge, which reset upon long 
rest. 


You have a +2 bonus to attack and damage rolls made 
with this magic weapon. 


Infernal Canid Bite. When rolling a successful attack, 
you may expend one of the charges to deal an additional 
2d6 fire damage. 


Here, Boy. When you land the final blow on an enemy 
with this weapon, roll a DC 15 Charisma ability check. 


On success, you may summon a hell hound at the site of 
impact. The hound enters the initiative, and is under the 
DMs control. There can be no more than three hounds 
summoned this way within 120 feet of you. These 
hounds disappear after 10 minutes. 


You may use a bonus action to issue a command toa 
hound. If you do so, make an Animal Handling skill 
check with advantage to determine the command's 
success (DC at the discretion of the DM). 


Conspicuous Presence. While attuned to this weapon, 
you exude a sulphureous stench that is difficult to 
conceal. 


You gain disadvantage on Persuasion skill checks, 
Charisma ability checks and Charisma saving throws. 


Stealth skill checks that are taken against creatures with 
a sense of smell are taken at disadvantage. 
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SYKANE’S LASHING TONGUE 


Weapon (whip), rare (requires attunement) 


This violet leather whip has a braided black leather 
handle that always feels slightly tacky to the touch. 
Moving the whip around in the air causes moisture to 
condense along its length. 


You have a +2 bonus to attack and damage rolls made 
with this magic weapon. 


Immortality Palate. At times of extreme success, this 
weapon can bolster its wielder with necrotic energy. 


When scoring a critical hit, roll an additional 2d8 
necrotic damage. 


Before applying damage from the attack, you may 
choose to reduce the damage by any amount. You 


instead gain temporary hit points equal to that amount. 


Mortally Coiled. While attuned to this weapon, you are 
unable to provide the repose of death to a creature 
struck by it. 


When damage caused by this weapon would bring a 
creature to O hp, they instead have 1d4 temporary hit 
points. 
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TENEBROUS’ ACCORD 


Weapon (quarterstaff), rare (requires attunement) 


A sinister homunculus sits atop this ancient and 
powerful quarterstaff, clutching a shining crystal. 
If/when the homunculus is destroyed or lost, it 
reappears atop the staff again at next dawn. 


The crystal is a prototype phylactery, capable of holding 
the souls of three lesser creatures. If the crystal is 
destroyed, the staff loses all abilities and becomes non- 
magical. 


You have a +2 bonus to attack and damage rolls made 
with this magic weapon. 


Prototype Phylactery. You may use a bonus action to 
absorb the soul of lesser creatures in your crystal. 


This requires that you are within 5 feet of the target, 
you caused the final damage this turn, and the creature 
is CR % or lower. 


No more than three souls can be contained in the staff 
at a time. 


Minion Engine. You may use a bonus action to call one 
of the stored souls into your homunculus. It enters 
initiative immediately after your turn, under control of 
the DM. However, you may use an action on your turn 
to issue a command to the creature, which is obeys to 
the best of its abilities. 


After 10 minutes, the homunculus crumbles to dust (or 
earlier, if commanded) and the soul is released. 


One of Us. All undead creatures are drawn to your 
presence, and use their turn to travel closer to you, if 
able. You automatically fail any Stealth check made 
against undead creatures. 
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R Weapon (longsword), rare (requires attunement) o 


The will of Vampyr manifested into being, this exquisite 
blade is fitted with a hollow crystal handle that thirsts 
for the blood of the living. 


This weapon is sentient, and communicates with its 
wielder telepathically using urges and basal emotions. 
It has 60 feet of normal vision but otherwise has 
statistics determined by it’s current occupant. At 
present, the weapon imprisons the original soul of 
Rahadin, as taken by Strahd’s father, King Barov von 
Zarovich. What inhabits Rahadin instead is the rotten 
remnants, left for fester in the husk of his body. 


This weapon has three possible charges, which reset to 
zero at dawn each day. 


You have a +2 bonus to attack and damage rolls made 
with this magic weapon. 


Bloodthirst Lethargy. When there are no charges on 
this weapon, you gain disadvantage on attack rolls. 


ATTUNEMENT 
Instead of the standard attunement, this unique 
weapon requires more from its wielder. 


Vitality Quaff. On a successful melee attack against an 
enemy with blood, if no other abilities of this weapon 
have been used this turn, you may add one charge to 


THE TRIAL OF VAMPYR 


this weapon. When attempting to attune to this weapon, your 
consciousness detaches from your body and you find yourself 
astral projecting into a dimly-lit, 20 foot across circular room, 
Fealty to the Night. While there are one or more in a stone cave. You have no weapons, gear, or clothes, but 


charges filled, lesser beasts of the night will not attack retain all of your abilities. Anyone observing your body during 
vai this time finds you to be unresponsive. 


As you survey shadows of the room you see small eyes 
This includes bats, rats, and wolves of all sizes. opening and darting through the darkness on all sides of you 
(the room contains 10 wolves, and 1 direwolf). 


Sealed with Blood. You may expend a charge on this A raspy voice rings out in your head, offering one directive: 
weapon to deal an extra 1d12 necrotic damage, on any 
successful attack. 


“DEPRIVE THESE BEASTS OF THEIR PREY”. 


This trial is Vampyr ensuring that the wielder is either strong 
enough to slay the beasts without their belongings, or 


Shadow Dodge. You may expend a charge on this savage enough to murder themselves instead (both options 
weapon to use the dodge action as a bonus action depriving the wolves of their prey). 
instead. 


If Vampyr is satisfied with the display that they receive from 
the player, you return to your body and are now attuned to 
Vampyr’s Embrace. 


Q. Vampiric Fortitude. You may expend a charge on this 
‘ weapon to add 1d8 to any saving throw. 


f 
VAUND’S SILENT MERCY 


Weapon (dagger), rare (requires attunement) 


A small but unnaturally sharp crystal dagger. Its nearly 
invisible to others, but it glows with a faint light to those 
who are attuned to this weapon. 


This weapon has one charge, which resets upon short 
rest. 


You have a +2 bonus to attack and damage rolls made 
with this magic weapon. 


Hidden Strike. This weapon can strike silently and 
invisibly, when called upon. 


When making an attack, you may choose to expend the 
charge on this weapon to also take the hide action at the 
same time. 


Caustic Doubt. You are particularly susceptible to 
crippling self-doubt while in battle. 


After failing a melee attack, your next melee attack is 
taken at disadvantage, for us to one minute. When you 
make a successful attack. this effect ends. 


YOG’S CHOPPER 


Weapon (greataxe), rare (requires attunement) 


This heavy greataxe is nicked and chipped by slashing 
through hundreds of past foes. 


This weapon has one charge, which resets upon long 
rest. 


You have a +2 bonus to attack and damage rolls made 
with this magic weapon. 


Unholy Fortitude. This weapon lets you draw from a 
deep well of unnatural bestial fortitude. 


You may use a bonus action to expend the change on 
this weapon. For one minute, your Constitution score 
is 18 and you have advantage on Constitution ability 
checks and savings throws. 


Aura of Bestial Malintent. Undetectable to those 
without keen senses (such as elves), a faint bestial 
scent follows you. 


Other beasts that can sense this scent may react with 
fear, aggression, suspicion, or respect (at the discretion 
of the DM). 


Animal Handling checks (that are not made with 
intimidation) are taken with disadvantage. 


YRRGA’S SHADOWPIERCER 


Weapon (hand crossbow), rare (requires attunement) 


A dark aura rolls off of this small hand crossbow, like 
steam escaping from a bubbling pot. Fashioned in 
matte black with gold inset detail, an open eye adorns 
each side. 


This weapon has three charges, which reset upon long 
rest. 


You have a +2 bonus to attack and damage rolls made 
with this magic weapon. 


Eye of the Piercing Shadow. Projectiles from this 
weapon can move in and out of creatures’ shadows as 
if they were teleporting. 


When making a ranged attack, you may consume a 
charge on this weapon and target a nearby shadow cast 
by a creature (including your own shadow). 


The projectile can then emerge from another creature’s 
shadow within your vision, using that new point to 


determine the projectile’s range. 


When doing so, add 2d6 necrotic damage to the attack. 


Uneasy Rest. You are unable to gain full hit points from 
short or long rests unless you are in complete darkness. 


If only partial or no darkness is available for a short 
rest, roll each hit die twice, taking the lower of the two 
values. 


If only partial or no darkness is available for a long rest, 
you may regain hit points up to half of your hit point 
maximum, rounded down. 
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ZANTRAS’ ARRESTING QUIP 
Weapon (net), rare (requires attunement) 
This ornate net woven with golden thread and powerful 
suggestion magic. If this net is damaged or destroyed, it 
will begin to magically mend itself after 1 hour. 
You have a +2 bonus to attack and damage rolls made 
with this magic weapon. 
Captive Audience. Creatures or players restrained by 
this net gain disadvantage on all Wisdom, Intelligence 
and Charisma ability checks or saving throws (in 
addition to the restrained condition). 
Brittle Ego. Your brazen overconfidence leaves your 
psyche open to attack from others. 
You gain vulnerability to Psychic damage. 
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ZHUDUN’S DECRIER 


Weapon (flail), rare (requires attunement) 


This flail is outfitted with two chains, one teething with 
undead energy, and the other shining with a radiant 
light. On a successful attack, one of the two chains will 
lend arcane energy to your strike, or both on a critical 
success. 


You have a +2 bonus to attack and damage rolls made 
with this magic weapon. 


the Chains of Corpse and Spirit. When making an 
attack roll, note whether your final value (after 
modifiers) is an even or odd number. 


If you rolled an even number, deal an extra 1d4 radiant 
damage, or 2d4 against undead targets. 


If you rolled an odd number, deal an extra 1d4 necrotic 
damage, or 2d4 against celestial targets. 


the Fate of the Fettered. You gain disadvantage on 
Death Saving Throws. 


